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Starting Up 

1. Set up your Sega Saturn system as described in its instruction manual. 
Plug in Control Pad 1 . For two-player games, plug in Control Pad 2. 

Note: Sonic R™ is for one or two players. 

2. Place the Sonic R disc, label side up, in the well of the CD tray 
and close the lid. 

3. Turn on the TV or monitor and the Sega Saturn. The Sega Saturn logo 
appears on screen. If nothing appears, turn the system off and make 
sure it is set up correctly before turning it on again. 

4. If you wish to stop a game in progress and return to the on-screen 
Control panel, simultaneously press Buttons A, B, C and Start on the 
Sega Saturn Control Pad. When the game Title screen appears, 
simultaneously press Buttons A, B, C and Start again to go to the on- 
screen Control panel. 

Important; Your Sega Saturn CD contains a security code that allows the 
disc to be read. Be sure to keep the disc clean and handle it carefully. If 
your Sega Saturn system has trouble reading the disc, remove the disc and 
wipe it carefully, starting from the center of the disc and wiping straight out 
toward the edge. 



CD Door 



The Race is On! 



Control Port 1 








Sonic and Tails are enjoying a little time off from their adventure. The trip they have planned will 
be a nice, relaxing vacation. Or so they think... 

Tails spots a huge sign alongside the road they are currently traveling on. It is a recruiting 
advertisement for the World Grand Prix. "Sonic! Sonic! Look, there's going to be a huge race 
with all the best racers in the world. What a great opportunity for you to show your speed and 
compete with the other great runners!" 

Sonic thinks for a moment. He's the world's fastest runner, but participating in races is not really 
his interest. Something on the sign, however, catches Sonic's eye. Dr. Robotnik, Sonic's arch- 
enemy, is participating in the race. Sonic races off into the distance. "Wait Sonic! Wait for me!" 
Tails shouts to his friend. 

Miles above the sign, a spy satellite focuses on Sonic and Tails. Dr. Robotnik snickers in delight. 
"Now that you have fallen into my trap Sonic, I will finally have the Chaos Emeralds, and beat 
you at the same time. With my new hover machine, and these...". Dr. Robotnik looks to his left, 

and a row of gleaming eyes gaze back at him. "Nothing can go wrong! Hahahahahahaha " 

Little does Sonic know that Dr. Robotnik has learned of the location of the Chaos Emeralds. 

But Sonic is not the only one who will be racing with Dr. Robotnik. Sonic's rival, Knuckles, has 
learned that Sonic will be participating in a very important race. Knuckles never turns down a 
chance to be around Sonic when the action starts. 

And Amy will be there too. After secretly overhearing Dr. Robotnik's plans, she also will be 
racing to find the Chaos Emeralds. 

In Sonic R, you get the chance to be one of the four Sonic characters in a four-course 3D race. 
Race quickly, but remember to look for items which will help you along your way. And don't 
forget to find those Chaos Emeraldsl 



Getting Started 
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After the Sega and Traveller's Tales 
logos, the Sonic R Title screen 
appears. Press Start from the Title 
screen to bring up the Mode Select 
screen. Or wait a little while for the 
demo and watch the Sonic 
characters dodge and turn in their 
attempts to win the race. From the 
demo, press Start to return to the 
Title screen. 



Racing Around the Course 

For the Sega Saturn Control Pad 



Left Shift 
Button 



D-Pad 




Right Shift 
Button 



Buttons 
X, Y and Z 



Start Button 



Buttons 
A, B and C 



Press the: 

D-Pad LEFT or RIGHT to make the character turn in those directions. 

D-Pad UP (hold) or Button B (hold) to make the character accelerate. 

Left and Right Shift Buttons (simultaneously) to make the character brake. 

Left or Right Shift Button to make the character drift in those directions. 

Button X for a close-up game view. 

Button Z for an overhead game view. 

Start button to pause the game. It will then give you the option to Continue, Retry 

(restart the race from the beginning), or Retire [quit and go back to the Main Menu). 

The moves listed above can be used for any of the characters. See pages 17-19 for a 
description of each character and the character Special Moves with the A, C and Y 
buttons. 






For the 3D Control 
Pad "O" Mode 

Press the: 

Analog Key LEFT or RIGHT to 

make the character turn in those 

directions. 

Analog Key UP (hold) or Button 
B (hold) to make the character 
accelerate. 



Buttons 
X, Y and Z 



Buttons 
A, B and C 



Triggers L and R 
(simultaneously) to make the 
character brake. 

Trigger L or R to make the 
character drift in those 
directions. 



D-Pad 



Trigger R 



Button X for a close-up game 
view. 

Button Z for an overhead game 
view. 

The moves listed above can be 
used for any of the characters. 
See pages 17-19 for a 
description of each character 
and the character Special 
Moves with the A, C and Y 
buttons. 




Trigger L 




Note: When in "+" mode, the 
controls are the same as those for the 
Sega Saturn Control Pad. 



Select Mode 

Join the Grand Prix race, take some 
time out for a little practice in Time 
Attack, go for head-to-head fun in 1 P 
VS 2P, or change game settings in 
Options. Press the D-Pad LEFT or 
RIGHT, and press Start or Button A or 
C to select. Press Button B to cancel 
your selection. 






Select Course 




Which course will you race? There 
are four (or maybe five, if you're 
good) courses to choose from (see 
Course Descriptions on p. 16). Select 
a course by pressing Button A or C. 
Each course is three laps in length. 
Hey, what's the X on the screen for? 
Could it be a hidden course? 




Select Character 



Sonic's quick, but all the characters 
have a chance at winning the race if 
you time your turns correctly. Select 
by pressing Button A or C. You can 
enter the race as Sonic, Tails, 
Knuckles, Amy, maybe even Dr. 
Robotnik...more Xs? Hmm... I wonder 
what other hidden characters there 
might be! 

While on the Course 



Grand Prix Mode 

Your goal, of course, is to win each race. If you want something to celebrate, 
you'll need to at least finish in one of the top three positions. However, don't 
settle for second-best. Go for numero uno! 

Speed is needed, certainly, but there are goodies along the way to aid you 
in your race. Rings, Sonic Tokens, Item Panels. ..find out what they can do for 
you! Refer to pages 13-14 for a description of these helpful treasures. 
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Time Attack 

Actually, there are four modes in Time Attack. For any of them, your goal is 
simple: learn the course. Then you'll be ready the next time you go for a 
Grand Prix race! 



From the Select Mode screen, choose 
Normal, Reverse, Balloon or Tag 
Battle. Press the D-Pad LEFT or RIGHT, 
and Start or Button A or C to select. 



select w: 




Normal 

3 laps here. Try to go quickly, but get to know the course too. Easily said, not 
so easily done. 

Reverse 

Try the course backwards. A real challenge to do after you have become 
familiar with the Normal mode. 

Balloon 

Balloons are placed throughout the course. Your goal is to find five of them 
as fast as you can. 

Tag Battle 

The other Sonic characters start running a few seconds before you do. Once 
you start, your character must touch each of the fleeing characters. 

After you finish the Time Attack race, the results of the race appear. Select 
Retry to give the same course another try, or select Exit to return to the Select 
Mode screen. 



1PVS2P 

This mode is ideal for head-to-head battle. Choose the course and 
characters. Once the game type (Normal or Balloon] has been selected, it's 
your goal to beat your friend to the finish line. Normal and Balloon game 
types are the same as those for Time Attack (see previous page). 



Options 



Pausing the Game 

At any time during a race, press 
the Start button to pause the 
game. Select CONTINUE to 
resume play, RETRY to start From 
the beginning of the race, or 
RETIRE to return to the Select 
Mode screen. Press the D-Pad UP 
or DOWN to highlight, and press 
Start to select. 

Race Results 
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How did you do? On the Race 
Results screen, your final lap times 
and total time are listed. You can 
select one of the options at the 
bottom of the screen by pressing the 
D-Pad LEFT or RIGHT, then Start or 
Button A or C. 



Replay (for Grand Prix Mode) 

Select this option to have the race you just ran displayed. Sit back and 
enjoy the show! 

Retry (All modes) 

Care to try again? Race again with the same character and course. 

Exit (All modes) 

Select this to return to the Select Mode screen. 



Press the D-Pad UP, DOWN, LEFT or RIGHT to highlight an option. 



GAME LEVEL 

There are three gameplay 

difficulty levels: Easy, Normal and 

Hard. Press Button A or C to 

toggle between the levels. 

VOCALS 

If you want to hear singing or 

vocals in the background, press 

Button A or C to toggle between 

ON and OFF. 

GHOST 
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What would a racing game be without a Ghost option? Press Button A or C 

to toggle between ON and OFF for this option. When enabled, the game 

saves the data for your Time Attack race. When you race a second time on 

the course (with the option still enabled), the data from your previous race is 

included in your current race. In other words, there goes your Sonic 

character, just like he/she did in the previous race. This option is useful for 

gauging how much change (hopefully progress) you are making. 

SOUND 

Select either Stereo or Mono sound. Press Button A or C to toggle between 

Stereo and Mono. 

BEST TIMES 

Press Start or Button A or C to bring up the Best Times screen. Press again to 

return to the main Options screen. 

MUSIC VOL 

Select the Low, Medium or High volume setting. Press Button A or C to toggle 

between the volume settings. 

LOAD DATA 

See next page. 

MUSIC and SFX (Sound Effects) TEST 

Press Button A or C to highlight the music track or SFX, and Button B to play. 

EXIT 

Press Button A, C or Start when this is highlighted to exit the Options screen. 
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About Loading Data 

If you do well while racing, your game data will automatically be saved. You can then 
access the saved data from the Load Data screen. 



From the Load Data screen, press the D-Pad 
UP or DOWN to highlight one of the saved 
data files. Next, press the D-Pad LEFT or 
RIGHT to access one of the following: LOAD 
(to continue play), NO SAVE (to exit the Load 
Data screen), DELETE (to remove the saved 
data], and EXTERNAL MEMORY (to access 
data saved on a Sega Saturn Backup™ 
memory cartridge. The memory cartridge is 
sold separately). Press Start or Button A or C 
to confirm your selection. 

Important: To make sure you do not lose any 
Saved Data, do not turn off your Sega Saturn 
system until you've exited onto the Main Menu 
Screen where you can select Grand Prix 
Mode, Time Attack Mode, VS Mode, and 
Options. 



Race Screens 

Grand Prix Mode 



LOAD DATA 
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Rings 



Rankings 




Sonic 
Tokens 

Rings 

How many Rings your character has collected so far. 



Course 
Map 






Rankings 

The character icons appear here according to their places in the race. Your 
character icon is larger than those for the computer-controlled characters. 
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Sonic Tokens 

The number of tokens you have collected. 

Total Time 

Time elapsed so far for the course. 

Lap Times 

Your time for each of the laps in the course. 

Course Map 

All of the paths of the course are displayed here. The main path is listed in 
white, alternate routes in gray, and the yellow ones? Well. ..Race all of them 
to discover the shortcuts and goodies strewn along the course! 

Time Attack Mode 




Total Time 

Time elapsed so far for the course. 

Lap Times 

Your time for each of the laps in the course. 

Course Map 

All of the paths of the course are displayed. 

Note: The game screens for Balloon and Tag Battle are different in 
appearance. 
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Player 1 
screen 



Rings 




Player 2 
screen 



Character 



Rings 

The number of Rings your character has collected. 

Total Time and Lap Times 

Time elapsed so far for the course. 

Course Map 

The paths of the course are displayed here. 

Character Icon 

Displays who is currently in the lead, so you better get moving! 

Note: The game screen for Balloon is different in appearance. 
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Treasures along the Way... 



Here is a list of the goodies which will help you in your races. 
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Rings 

These are "key" to your success in 
the game. You need to collect a 
different amount per course. How 
many do you need? Why do you 
need them? Telling would be 
cheating! Maybe you'll just need to 
look around and find out for yourself. 




Item Panel 

This red, yellow and blue item will 
come in handy, so be sure to pick it 
up as you run around the course. 
There are different powers your 
character gains for a short time when 
you run through an Item Panel. 



Numbered Item Panels give you Rings. The number displayed is the 
number added to your Ring count. It's that simple. 

Fleet Feet increases your character's speed. As if your character wasn't fast 
enough already! 

When a Lightning Shield (yellow sphere) appears around your character, 
there is no need to touch the Rings. Just run by them and the Lightning Shield 
will suck them in! Remember that falling in the water makes the shield 
disappear. 

With a Water Shield (blue sphere), you can walk or run on water! Keep 
in mind that you can only use the shield once, so use it wisely! 
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Sonic Tokens 

Find the five Sonic Tokens located on 
each course. Gather all of them, 
place in one of the top three 
positions, and something rather 
unexpected might happen. The 
search is well worth the effort. 





Chaos Emeralds 

And what would a Sonic game be 
without Chaos Emeralds? Race 
around the tracks to find the Emeralds, 
but only the best racers can keep 
them. 




Course Points of Interest 




Accelerators 

Run through an Accelerator and you 
are propelled forward at an 
unbelievable speed. Of course, riding 
this high-tech wonder machine will 
require a fee in Rings. The more rings 
you have, the further the Accelerator 
will send you. 



Loops 

Pass through the arrows at the 
beginning of a Loop and hang on for 
a wild ride. If you place yourself just 
right, you might be able to collect a 
few goodies along the way. 
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Springs 

Bounce your way to the next level 
with a Spring. All it takes is a quick 
hop to the top! 
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Course Descriptions 

Resort Island 

It's a wonderful day for a race on this tropical island paradise. A nice blue 
sky, lots of greenery, a pretty waterfall. ..it's all here. Get too enchanted, 
though, and you might slip into the water or bump into a coconut tree. Take 
the time to hop around the smaller islands. Going for a little rock climbing is 
well worth the effort too. 

Radical City 

This course is plenty wide. Gaps in the railing aren't just accidental breaks! 
Waterways look like slow going at first, but they can save you some time if 
you know which turns to take. And speaking of turns, there are a couple of 
tight ones to add to your fun. Ever wondered what it is like to be a pinball? 

Regal Ruin 

These ancient Egyptian remains are an archaeologist's dream (or a 
nightmare, depending on if you like mazes or not). The main path is pretty 
easy to follow, but there are many little roads and nooks which could be 
hiding treasure, so search well! Springs might help you out of tight spots in 
this course. 

Reactive Factory 

Here you are transported into the future! Enter the factory of tomorrow, a 
completely automated wonder. There is lots of room to run, but there are also 
many hidden surprises and traps. What appears to be at first a simple course 
is really the hardest of the four courses. 




Character Descriptions 

Sonic 



Sonic is the fastest of all the racers. 
He's so fast that he almost lifts off the 
ground when he runs, so take care 
when cornering or you might miss the 
turn! Sonic has excellent jumping 
ability too. 



Jumping 

Press Button A, C or Y to jump. In mid-air, press 
again for a Double Jump. Direct the jump with the D 
Pad. 



Spin Dash Roll 

Press the D-Pad DOWN while running for a Spin Dash Roll, then UP (hold) to 
continue dashing. Or, press the D-Pad DOWN while standing still to crouch, 
then press Button B. 



Tails 

Tails is not as fast as Sonic, 
but he accelerates and 
corners well. Jump and grip 
are fairly good too, but best 
of all, he can fly! 



Flying 

Press Button A, C or Y to jump. In mid-air, press again and hold to fly. Direct 
the flight with the D-Pad. 

Spin Dash Roll 

Press the D-Pad DOWN while running For a Spin Dash Roll, then UP (hold) to 
continue dashing. Or, press the D-Pad DOWN while standing still to crouch, 
then Button B. 
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Knuckles 

Knuckles is the overall well- 
balanced contestant in the race. 
His ability to stay on the road is 
outstanding, and cornering is 
good. Knuckles can glide after 
jumps. 



Gliding 

Press Button A, C or Y to jump. In mid- 
air, press again and hold to glide. 




Spin Dash Roll 

Press the D-Pad DOWN while running for a Spin Dash Roll, then UP (hold) to 
continue dashing. Or, press the D-Pad DOWN while standing still to crouch, 
then press Burton B. 



Amy 

Maybe Amy's car doesn't 
have a very high top-speed, 
but there are some pretty 
wonderful things it can do. For 
one, it acts as a fast hovercraft 
on water. And look out when 
she fires the turbo boost! 



Water Hovering 

No buttons need to be pressed to activate hovercraft machinery (hovering 
occurs automatically). 

Turbo Boost 

Press Button A, C or Y to fire the turbo boost (when the tire symbol appears 
at the top of the screen). 
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Dr. Robotnik 

Boo! Hiss! Dr. R is back 
with his new mean 
machine. The machine jet 
packs allow for travel over 
water and good cornering, 
but no contact with the 
ground means no grip! 
And what's that...a homing 
missile? 



Hovering 

No buttons need to be pressed to activate jet packs (hovering occurs 
automatically). 

Homing Missile 

Press Button A, C or Y to fire the homing missile (when the green target 
appears on-screen). 

Hints 

•Take note of where the other characters run. Sometimes they find 
themselves in a little trouble, but most of the time they run the course pretty 
quickly. Learn where to go, and where not to go, from them. 

• It's been said probably a hundred times before in racing games, but it can 
never be said enough: use the Time Attack mode to practice your racing. 

• Explore each course to learn where the goodies are. 

•You need to run on the main path of each course, at least once, but don't 
forget the alternate routes. What might appear to be time-consuming is, in 
the long-run, worth the effort. 

•Concentrate on the basics when first learning to play. Practice the moves, 
get used to the course, then go all out for the goodies! 

• Drifting works well on tight turns. You can also try braking, but on loose 
turns, it might be best to use the D-Pad. 
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LIMITED WARRANTY 

Sega of America Inc., warrants to the original consumer purchaser that the Sega Saturn CD-ROM shall be free from 
defects in material and workmanship for a period of 90 days from the date of purchase. If a defect covered by this 
limited warranty occurs during this 90-day warranty period, Sega will repair or replace the defective CD-ROM or 
component part, at its option, free of charge. This limited warranty does not apply if the defects have been caused by 
negligence, accident, unreasonable use, improper handling, modification, tampering or any other causes not related 
to defective material or workmanship. 



WARRANTY REPAIRS 

IF YOUR SEGA SATURN COMPACT DISC IS DEFECTIVE OR HAS BEEN DAMAGED, DO NOT RETURN IT TO YOUR 
RETAIL SELLER. Sega of America cannot offer credit or exchanges for merchandise purchased through your retail store. 



To receive U.S. warranty service, call the Sega Consumer Service Department at: 

1-800-USA-SEGA 

To receive Canadian warranty service, call the Sega Canadian Consumer Service Department at: 

1-800-872-7342 

Please contact the Sega Consumer Service Department for information. If the Sega technician is unable to solve the 

problem by phone, he or she will provide you with instructions on returning your defective disc to Sega. The cost of 

returning the disc to Sega's Service Center shall be paid by the purchaser. 



OUR OF WARRANTY REPAIRS AND REPAIRS AFTER EXPIRATION OF WARRANTY 

After termination of the 90-day limited warranty period, you may contact the Sega Consumer Service Department at 
the number listed above. If the technician is unable to solve the problem by phone, he or she will advise you of the 
estimated cost of replacement. If you elect to have your CD-ROM replaced, send a check or money order payable to 
Sega of America Inc., for the amount of the cost of the product provided to you by the technician. 

LIMITATIONS ON WARRANTY 

Any applicable implied warranties, including warranties of merchant-ability and fitness for a particular purpose, are 
hereby limited to 90 days from the date of purchase and are subject to the conditions set forth herein. In no event 
shall Sega of America Inc., be liable for consequential or incidental damages resulting from the breach ol any 
express or implied warranties. The provisions of this limited warranty are valid in the United States only. Some 
states do not allow limitations on how long an implied warranty lasts, or exclusion of consequential or incidental 
damages, so the above limitation or exclusion may not apply to you. This warranty provided you with specific legal 
rights. You may have other rights which vary from state to state. 



For service needs, call Sega at: 
1-800-USA-SEGA 

For French instructions, please call 
Instructions en frangais, telephoner au: 1-800-872-7342 



ESRB RATING 

This product has been rated liy the Entertainment Software Rating board. For information about ilm I SHUinting.orto 
comment about the appropriateness el the rating, please cotitaci the ESRB at 1-800-771-3772. 
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